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ABSTRACT 

As drill and practice programs in computer assisted 
instruction (CAI) in English give students a chance to test their 
understanding $nd free the teacher from test grading, they seem a 
legitimate if unexciting use of the computer; but what seems less 
defensible is that, according to some estimates, 90% of available CAI 
software is of this drill and practice type, A new form of CAI known 
as "simulation,* however, uses the computer's full capabilities to 
put students in a simulated environment to discover for themselves 
how best to handle a situation. One such simulation in literature 
instruction is the "Huck Finn* program. After reading assigned pages, 
the students work with a computer simulation of the situation in 
which they have just left Huck Finn and try to get themselves out of 
Huck' s predicament . Having faced the situation on the screen and 
thought their way through it, the students will be more eager to see 
Buck's solution and more able to share his feelings. The students 
then read more assigned pa$es and the process is repeated. Students 
appear to enjoy the program and one formal evaluation showed that it 
improved both understanding and appreciation of the book. While the 
program is open to improvement, it at least uses fully the current 
state of technology and serves cS a model for the type of computer 
program that might be made available for literature instruction. 
(Examples of thrqe simulations from the Huck Finn program are 
included.) (HTH) 
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It has been interesting the last few years to watch our pro- 
fession quickly adept the use of computers. In writing courses 
„any of us are introducing our students to word processors and using 
m «y of the prewriting and editing program available, such as Hugh 
*,„.■ TOPOI, Michael Cohen's BOKER, and my Writer's Helper. In 
literature instruction Steve Marcus' Co*pu P oe» is widely used and a 

series of fiction programs ate being tried. For a profession 
often perceived as being pretty stodgy, we see- to be quick to test 
tt»e technological waters* 

While we are currently trying a nuaber of interesting uses of 

tb. computer, we — i— «* *" ° f ^ " " 

as If we had been given a M-serati mA then j«t used it to go back 
and forth to the store f or gn>ceries. A good example of this would 
*e programs which just ask the computer to a,k simple questions and 
then "grade" students' answer Such quU-type programs seem 

especially Prevalent in e«nputer-based literature instruction. 
A good example would be a series entitled «Soft-Ut« 

developed by Elaine HcHall? Jaichaw cf Iowa State. In » recent 



article in The Costing. Teacher she describes how her program 
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could help teach Huck Finn by providing a long series of questious 
that test students' abilities to recall facts, interpret facts, and 
draw inferences from facts. 

Most of her questions sren*t really different from what tench^ 
^ers have been ssking for generations on quizzes. Let me quote two. 
Huckleberry Finn contains many comments which are 
critical of society in general* 
A t Yes 
B, No, 

Jin runs may f mm his owner because 
A, Jim has been whipped, 
B t Jim's wife lives in the South* 
C t His owner is going to sell him. 

Such questions are pretty standard fare whether asked by a 
computer or on a pop quiz. They may not be exciting, but they do 
at least check to see if the student has lead the book (or caught 
the movie last time it was on TV), If the computer has any advant- 
age over s dittoed quiz at this level, it does still hold some 
excitement for students and so might boost enthusiasm for quiz 
taking, and like all compute regenerated quizzes* it tella students 
instantly whether they are right or wrong. 

Professor Jarchaw's third set of questions is more original. 
Here she has students pick a statement with which they agree and then 
select other statements which support their original assertions* 
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Rather than grade their answers she arranges their sentence choices 
into a paragraph so students can see one way their opinions could 
be vorded - not a bad way of beginning a writing exercise* 

With that exception, however, her program falls into a class 
of Computer-assisted Instruction (CAI) pxograas known ss drill and 
practice* They supply quizzes to test students* progress, give 
students Instant feedback on their understanding of material, and 
often record total scores for the benefit of their teacher* Such 
programs seen a legitimate, if unexciting, use of the computer 
since they do give students a chance tc test their understanding 
and free the teacher from the drudgery of test grading. 

What seems less defensible is the fact that according to some 
estimates a full 90Z of available computer software is of tiie drill 
and practice type* Surely a machine as complex as the computer can 
do more than give automated quizzes. And of course it can, but few 
teachers ate designing programs which use the computer's abilities 
more fully* 

Why not use the machine for more interesting tasks? According 
to some it's a fact that teachers make bad programmers. Having the 
computer print * line or two of type, ask a b&Jic question, and test 
for the accuracy of students* answers is the limit of teachers* 
programming ability, they say* They are wrong* I have taught a 
large number of teachers how to program and find that even a teacher 
who has never touched a conputer keyboard befoxe can rerch a basic 
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level of proficiency In a single evening, and ail are able to 
produce quite sophisticated programs within a semester. 

So why don't teachers produce more challenging software? My 
opinion is it f s simply a lack of good models. When 90% of soft- 
ware is drill and practice, the odds are teachers will only see 
drill and practice software and so will a a sum e that is what 
Computer^assisted Instruction is. It is true that in the early 
days of computers they could only show words or numbers on a tele- 
type and then on a TV monitor, and so drill and practice was the 
name of the game, but those days are over. Computers can now 
produce pictures, sound, animation * but only if we ask them to. 

In his book, MINDSTORMS: Children^ ccreputers and powerful 
ideas , Seymour Papert refers to this non-use of technological 
capabilities as the QWERTY principle. He points out that typewriter 
te* boards aTe arranged with the upper row arranged Q throigh E, etc*, 
because early typewriters jammed If oft-struck keys were placed 
close together. Spreading such keys around the keyboard was a 
requirement of the early technology. It quickly became less 
necessary and of course with word processors there are no keys at all 
so more convenient keyboards are instantly available. But QWERTY 
hangs on because it is all ve know. 

Drill and practice hangs on because it is often all that 
teachers have seen, Luckily this is slowly changing. There is a 
new form of CAI known as " simulation" which uses the full capability-* 
iea of the computer to put students in a simulated environment to 
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discover for themselves how best to handle a situation. Flight 
simulators in the military were the first use of this foil* of 
instruction, A program known as "Oregon Trail" produced by the 
Minnesota Educational Computing Consortium (MECC) la the beat 
example of such a program used In the schools. In both cases the 
computer produces graphic situations on the screen and students 
choose alternative actions to resolve problems. If they choose 
veil they can see success on the screen; if they fall» they see 
the disastrous results of their choices. Gradually, students 
discover for themselves how to fly or how to get their families 
over the trail to Oregon, 

In literature Instruction we are only beginning to try 
simulations, I*d like to describe one, a simulation of my own, 
entitled Huck Finn, 

Buck began vith my concern that students were reading my 
favorite novel, and even understanding it at one level, but they 
weren't living it. They were reading the words but not sharing the 
excitement. 

About this tine I had a chance to see "Oregon Trail" and "ODell 
Lake" and a number of other MECC simulations and thought that maybe 
I could use that approach to help my students better appreciate 
Buck, I decided I would set up an animated world and let my students 
"play Huck," I guessed that if they faced his challenges themselves, 
they would have a much better appreciation of his resourcefulness And 
creativity. Instead of just nodding their heads and turning the page 
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every time he pulled off a major coud, they'd share the challenge 
and excitement of his situation. 

I began by picking three scenes in which I felt Huck shoved 
resl genius: escaping from the cabin in Illinois, avoiding the 
slave hunters outside of Cairo, and getting the Wilkes* moiey back 
from the King and Duke. I then had an art Instructor draw a series 
of scenes fim these segments of the book. Next I worked on setting 
the scene and supplying alternative actions* The result is a 
program which woiks something like this: 

First, students read UPTO a set page. They are supposed to 
read the tirst 60 pages of the book for the first simulation, read* 
ing whfch should make them familiar with the setting and with Huck's 
personality. This brings thai to the cabin scene, but rather than 
read how Huck does it first* I refer them to the program where tliey 
take on the role of Huck and see how they could do la that situation. 

After several introductory screens the students see these two 
screen a: 

1. One 1'ior ti i net Pap 
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2 . t o ' \ *• *:% x h t h *? o to \ n 

and f ) H'i \ \'\<* T k* i If?i'i 



.1 -c and 1 e 

4 • t a fa I >=• 
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Should a atudent choose inappropriately, a acrcen similar to 
the following would appear: 
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You c ou I d tour n t hie c '".it:- i n doun a bu t 
hon mou 1 d you cr- 1 1 ou t * 
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T'.ifne in th-?' rti.<i'il'»?f of the tool now 
no '.' I d uzc- and th^n ht1 ft-turn. Pt" 
i-ierifjt? r Puifj i-k*m {jc- hoi-ie >a t «a r _ i t i . 

The student chooses again until he or she figures out the 
correct answer, and then the following two frames appear: 



( . YOU 1 RE FREbl 

YOU uBv t h* »cm I o 
cut t hr ouc-th one 
of 1 1 r ou-- ■ cmd 
t hon crcuil ou 1 . 
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Following the last screen, another scries of questions and 
alternatives appear so the student has a chance to work out how best 
to avoid Pap, The whole sequence takes from five to ten minutes 
after which the computer directs the student to go back to reading 
the book to see how Buck actually got uut of his predicament. 
Having faced the situation on the screen and thought their way through 
it, hopefully students will now bz more eager to nee Huck's solution 
and more able to share his feelings. 

In the next scene, the slave hunters encounter* I took a slightly 
different tack. I used only one graphic, Jim on the raft, Huck in 
the canoe, and the slave hunters in the rowboat, but I made the 
animation constant. It begins with these two scenes: 



T 'h ! a ■ ■ k> Hi u*i t t-i 



1 <_J *. ' Hi i £ r i I ■:* t i on ^^^^Sir 
you r } iou I U f i*;r <e 

r*r K J LIF- TO p.:,.;,* g$ A S-L 



Have- uou r- * - i-j t h i i t " T'hih , n * 
or a no *_md >n 1 r^tur n 



9. 



t t At t :jh ■ I f- you 

p>_ai*d i £' i h-. j c «.*m *,««£■* 

t on '11 r '."J -t / h ■ r c- to _ _ o * 

, f M>_*u hn* 1 ^ CU" t" i 

>j t C u * r ■;■ u *-. + f 

On T h£* vu'iu 
you hoo t f n li 

l*l %*n I Out l 

t or r uncujctu 3 I t 




What is unique about this scene is tnat whi 1 e the students are 
resding and thinking, the slsve hunters keep loving clj&er to Jim. 
Th£ idea was to make students more sppreciative of Huck by both showing 
his quick thinking, and by shoving his quick thinking under pressure. 

Again the students sre given s question snd a series of alternative 
answers such ss the one below, but every time -they make s mistake, the 
slave hunters get closer to Jim. 



1 ■ Ti u io run ^-t;£ T 



t f h.' ft t r i'iim * i f i >J i n < 
J . r< 



3 < Pi frud pi i 1 h 1 1 



liit " ^ t ur n 

C J 



If they answer correctly, the canoe moves between the hunters 
and Jim; if they dorf t,the hunters row right up to Jim and eapi-ure him. 
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In the screen below the student has already answered Incorrectly 
twice. One aore error and Jim will b*\ caught. 



Again with this scene, after trying the situation for themselves, 
students are told by the program to read the scene in the book to se* 
how their answers con pa red with Hack's actions. 

In the third scene Buck is in a double predicament because while 
he wants tc help the Wilkes girls, if £e goes to the authorities a:jd 
reveals the King*s and Duke's real identity, they would surely reveal 
Jlm*s location to the sheriff. The following three screens show part of 
this section 
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After several more frames we come to the part where Huclc hides 
the monpy In the coffin* 
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Again when the scent* finally ends the prognsi directs students 
back to the took* 

I've had good luck with the program so far* Students like it, 
and the one formal evaluation made of It showed It improved both an 
understanding and an appreciation for rhe book. 

Of course the program can be improved* I'd like to add se\etal 
more scenes and I'd like to do at least two or three scenes in which 
the students "play 11 Jim ani see how they would do in hia place, But 
/ at least the program fully uses the current state of technology and * 
I hope it serves as a model for the type of computer piognm we can 
have in literature insr ruction* 

As the technology develops in the are*is of video-text and arti- 
ficial intelligence I hone we can aovc bv this poor effort to t:Jkc 
advantage of tho3e \ x cv opportunities t*ell» lit any case I hopa *e 
can Avoid QWERTY in eiication. There are too many exciting ne^ 
opportunities on the horizon foi us tc let ourselves get stuck in one 
model oi how crriputetc car, be otcd ±n literature instmction or in 
any other area of instruction, 

Jaichaw, F,K. Tear,hin? literature wJth the heJp of microcomputers. 
Th£ Ccoput i n ^Tea che r, Nov, 1963, 35-3" t 

Papert > S . *!*IlGStOFns: Childr en, co^iraters, and powerfu l lurr t :i. 
New York: Sas^ ^ooks™1930r 
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